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An increasing number of former PC exclusives 
are going multi-format, with varying levels of 
success. BioWare and Piranha Bytes understand 
how important optimisations are with pixel- 
perfect editions of Mass Effect 3 and Risen 2: 
Dark Waters either on store shelves or on the 
way, but perhaps there’s something we can 
learn from our casual console brethren. Firaxis 
are bringing XCOM's hard-nosed turn-based 
strategy back to the PC, and to consoles for 
the first time, and it'll be very interesting to see 
how it all pans out. We have detailed coverage 
of all the aforementioned 
titles as well as a deluge of 
juicy format exclusives. 
Enjoy the issue. 


Andy Griffiths, Editor 
pcgzine@gamerzines.com 
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XCOM is appearing on consoles too, but Firaxis have promised 
that the games core strategy conventions won't be compromised. 
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ENEMY UNKNOWN 
Publisher: 2k Games 
Developer: Firaxis Games 
Heritage: Civilization V, 
Pirates, Gettysburg, 
Alpha Centauri 


Link: www:xcom.com/ — What is it? 
Lp ey : Reviving classic games from 
é most talented of develop 
proof of that. However, ra 


from the ground u 
gameplay and in 


This sHot will do UP T0-4 damage 
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Firaxis will be reintroducing new alien 
designs as well as add their own into the mix. 
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> XCOM continued 
ro where they wish and order their soldiers to move, shoot and 
ENEMY UNKNOWN deploy special buffs and equipment. Despite the flashy visuals 


and destructible scenery, even brick walls don’t provide safe 
refuge, the strategy principles of getting up high, flanking enemies and 
utilising suppressing fire still yielded the best results against the diverse alien 
menace, which ranged from tiny plasma-shooting Sectiods to massive red 
brute-like creatures. Special moves included the assault class’ sprint and shoot 
ability, the heavy's rocket attack and the sniper's grapple, which can be used 
to access higher ground for a better shot. 
As you'd expect from the makers of Civ V, the interface seemed intuitive 


and unobtrusive, with soldiers automa 
when applicable. Despite being turn-b 


tically binding themselves to cover 
ased, the battle engine seemed starkly 


different to any game before, although 


we did get a Full Spectrum Warrior 


vibe from proceedings. Obviously you can't actually aim guns yourself, but 
ordering these soldiers around seems much more intimate than traditional 
strategy experiences. 


So how can pps alter things off the battlefield? 
Between missions players can view their own 


It seems as though human forces All the scenery is destructible, so even taking Ree diarama-esque HO which is where all of the tech-tree 
struggle when it comes to melee combat. cover behind a car doesn’t mean your character " research, unit customisation and research takes place. 
will be safe from attack. While panning around the cutaway building you'll 


see soldiers, scientists and engineers going about 
their business. Like previous games, artefacts found 
during missions fuel research and you can also spend 
any experience earned during a mission to improve 
your soldier's capabilities while at the same time 
customising their armour, skin colour, weapon 
loadout, and even their name. 


When will we hear more? 
With the XCOM shooter delayed until 2012, expect 
this turn-based reboot to take centre stage over the 
coming months as Firaxis show us more. What's clear 
is that Sid Meier's studio adores this license and they 
want to do what they can to ensure that long-term 
fans get the same in-depth experience of the old 
while opening up this franchise to a new audience. 
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conflict between the ruling Shogunate and the rising imperial forces in 19th century Japan — a dramatic clash 


of traditional Samurai culture with the explosive power of modern gunpowder weaponry. ~N ith 
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Adventure 
Developer: Double Fine | ETA: TBA 
Over the past month the biggest story was 


More golden nuggets of Double Fine's kickstarter project, which 
gaming glory to come attracted over 92million investment purely 


from fans. The point-and-click adventure will 
be developed by Ron Gilbert, Tim Schafer 


Far Cry3 and the rest of Double Fine team. Exciting! 
Developer: Ubisoft Montreal | ETA: 6th September 
e 
Guild Wars 2 


It's only February and already 
Developer: ArenaNet| ETA: 2012 


September seems like the month 
So World of Warplanes alpha sign*up 


when evil publishers bring out 
amazing games to jeopardise 

rate was impressive, but Guild Wars 2's 
was even more so, attract ra 


our rent payments. Far Cry 3 will 
million bees in just 4 rs, What 


feature an all-new tropical island 
has these ang ete ae 
Well, youll jth ave e late 


to explore and demolish, with 
players beset by an army of 

issue Of our sister mag, MMezine to a 
out ina lengthy preview. 


mysteriously deranged 
mercenaries. Expect this sequel 
to be hyped up to the max! 


SUMMER 
© 
Resident Evil: 
APRIL Operation 
Raccoon City 


MARCH U Tom Saat Assassin's Creed Ill 


Sniper Elite V2 Ghost Recon: 
Future Soldier Developer: Ubisoft | ETA: October 
® Surprise, surprise there's going to 
Rayman Origins © be a new AssCreed this year, but 
Risen 2: notably the setting is being moved 


to take place during the American 
Civil War. That's the beauty of DNA 
memories, you can pretty much just 
make it up as you go along... 
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Publisher: Ubisoft 
Developer: Nadeo 
Link: www. 
shootmania.com 
ETA: 2012 


Florent Castelnerac founded 
Nadeo in 2000 and has since 
guided the studio of 50 or 
so developers to world 
renowned success with the 
Trackmania series. 
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We discuss the ambition behind ShootMania: Storm 
with Nadeo’s founder and CEO, Florent Castelnerac 


eferring to Nadeo as just another 
Ris: in the increasingly 

corporate games industry does 
the community-driven outfit a massive 
disservice. They fundamentally shifted 
the way gamers viewed the racing 
genre in 2005 with a sleek time trial- 
based experience known as Trackmania 
which not only sported its own engine, 
but also an incredibly powerful editor 
which enabled creatively minded 
motorheads to put together the physics- 
bending layouts of their dreams. 
ow Nadeo have set their sights on 
conquering the online FPS genre with 
ShootMania, and we had a brief chat 
with CEO Florent Castlenerac to discuss 
what their latest creative endeavour is 
about and where it fits in the incredibly 
competitive shooter market... 


TrackMania changed the way 
people think about arcade racing 
games by fostering a great 
community and an innovative 
creator toolset. Do you anticipate 
ShootMania doing the same? 


Absolutely. It's great to hear this as 
the first question, as it shows you 
understand the project very well. In 
ShootMania there is the word 
‘Mania’, which means great creative 
instruments and places for the 
communities to develop themselves. 
t also means a lot more creative 
possibilities, thanks to ManiaPlanet. 
Competition, sharing, watching 
matches. Many cool things are 
developed with community in mind. 


Where would you place 
ShootMania’s gameplay on the 
first-person shooter landscape? Is 
it more like Quake or Call of Duty? 
A bit of both and none of those at the 
same time! ShootMania is unique; 

it's new and it’s fresh. You can try to 
compare it, but in the end, it’s like 
asking if a banana is more like an apple 
or an orange. ShootMania is a pure and 
simple FPS game, and it’s fun and fast. 
It's more of a fast FPS, with a great deal 
of fun moments. It's creative and it's 
2.0 community based. If | would really > 
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ShootMania contains all the elements necessary to 
be a major platform for the e-sports scene, including 
blisteringly fast gameplay, a reliance on tactics as 
well as reflexes and easy to understand action. 


Zy a eS 


“4 Despite including lightning guns 


and rail-based weaponry, there isn’t 


any gore to be seen in ShootMania. 
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> Interview continued 


have to choose, it's more of a fast FPS 
like Quake, but it offers way more than 
that, and the game mechanics are 
completely different. So it will be 
interesting in its own right. 


How has Nadeo changed since it 
was acquired by Ubisoft in 2009? 
Quite a bit! First we are a lot bigger. We 
have better support for the games and a 
bright future ahead. And we can share 
the privilege of working in the 
videogames industry with many more 
people. At the same time we have a 


All of the game modes seen so far have 
revolved around capture-point mechanisms. 


complete liberty and trust from Ubisoft. 
They also believe strongly in our project 
and this is really pleasant for us. 


Making a good racetrack is, by its 
nature, a lot simpler than making a 
compelling multiplayer first-person 
shooter arena. How complex is 
ShootMania’s level editor? 

An excellent question, and I'm addressing 
that sort of speculation quite a lot at the 
moment. | shall disagree with you, as it’s 
actually easier. The level editor is more 
complete for sure, with more options, 
but making a map takes less time, and 
requires less capacities. Just like you, | 


thought that it would be long and 
complicated, but it’s actually easier. With 
a good idea you can create a very fun 
map in 10 minutes. The complexity lies 
in the quality of the ideas. 


Will you be able to create new 
weapons and level elements like 
teleporters or jump-pads as well? 
There are already jurnp-pads in the 
game, and you can choose the angle, 
height and distance of them. It's up to 
the level designer to decide what 
weaponry is used on any level. This 
means setting up sniper positions, 
short-range weapons etc. or leaving 
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The editor is once again easy to use, yet 

really powerful. Nadeo are also including a ee 
scripting tool this time around, so creative fied 
types have the ability to mess around with 
any aspect of the game they wish. 
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the choice to players. For the moment 
we are focused on creating a 
homogeneous kit of blocks, and 
balancing the gameplay accordingly. 
We'll see in the future how things 
evolve, because leaving block creation 
to communities could also complicate 
things too much. 


“We have a 
complete liberty 
and trust from 
Ubisoft. They 
also believe 
strongly in our 
project and this 
is really pleasant 
forus” 


Will it be possible for players to 
create classic FPS maps like Facing 
Worlds or De_Dust? 

In a way, yes, but as it is a block 

system, it won't be a perfect replica 

with all the same volumes and 

textures. | haven't tried, but | guess it > 
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> Interview continued 


could probably be achieved with a 
reasonable level of similarity. My 
thinking is: why would you want to do 
that when you can try to create the 
next classic FPS map? 


How many environments will be 
featured in ShootMania: Storm? 
Storm is one title, with one 
‘environment’ as it was traditionally 
understood in TrackMania. Given the 
number of blocks there are several 
different ambiances though, from 
sandy grounds to forests to hills. 
Construction can be either medieval or 
techno or a mix of both. As a result 


DOWNLOAD OTHER MAGS ( ®) Contact Us 


Tell a friend 


there is a lot of diversity in the type of 
maps you can encounter. 


How far along in development 

is QuestMania? 

We've been working on it for quite a 
long time and we'll be working on it for 
quite a bit more! QuestMania is the last 
genre of ManiaPlanet, and gives people 
many ideas for creating a great creative 
game. So we'll talk more about it when 
we get closer to release. We're focusing 
on making the best FPS experience 
right now. 


What sort of customisation will 
players be able to apply to their 
online persona? 
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As is the Nadeo tradition, Storm will only include one 
environment at launch, with more supplied via expansions. 


They will be able to wear their own 
colours, and also have their shield of 
arms (designed by themselves or 
downloaded easily from the shields of 
arms created by the community). When 
you capture an objective, you can see 
your shields of arms rising to the top. 


Will players be able to test drive 
their created map with bots? 

We're working on something regarding 
this, but it’s too early to talk about it. 


How many weapons will be 
featured in ShootMania: Storm? 
Still too early to talk about this I'm 
afraid. Storm will have a limited arsenal 
and each weapon will have their own 


characteristics. We're definitely not 
going to ship tons of weapons sharing 
too many similarities. 


When do you anticipate that the 
ShootMania’s Beta will be open to 
the public? 

When it's ready! As the game evolves 
all the time, before and after the open 
Beta, it doesn’t make sense to set 
ourselves a hard deadline. Hopefully 
everyone can start playing soon. 


ShootMania is still a way off from 
release, but if you’re a fan of 
racing games we wholeheartedly 
recommend taking Trackmania 2: 
Canyon fora spin. @ 


“We're focusing 
on making the 
best FPS right 
now, and 
developing more 
instruments for 
ManiaPlanet” 
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4 HANDS-ON ; =: 5 ‘| mysterious but friendly — if you 


can avoid their auto-kill traps. 


Risene, 


BARRA 
@ 
Publisher: Deep Silver e 


Developer: Piranha Bytes 


Heritage: Gothic, Gothic, 
Gothic 3, Risen 
Link: www.risen2.com 


ETA: 27th April 


We sample the first two hours of Piranha Bytes’ RPG 


FEEDBACK! seafaring and thieving crafted experience. 
Click here to monkeys, you'd be forgiven You can still talk to every NPC you 
tellus what for thinking that Risen 2 is a very meet and tackle the story-based 
you think of different entity to the criminally campaign in any manner you wish, but 
Risen 2 underrated original. Thankfully our on top of those systems is a layer of 
first hands-on with a near-final build polish rarely seen in a Piranha Bytes 
of the game indicated that those release, in the guise of genuinely funny 
worries were completely unfounded. writing, better performed voiceacting 
This RPG leopard hasn't changed its and interesting combat. 
hardcore spots, but what Piranha Bytes Rather than being plonked into a 
has done is apply a lot more polish to specific scenario, we began the 


iy Ge] Wildlife still choose to fight it 
®°] out rather than run and hide. 
df 
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PREVIEW e) W: all the talk of pirates, the tertiary aspects of their well- 
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> Risen 2 continued 


game right from the beginning with 
players once again assuming the role 
of the nameless protagonist from the 
original, who has joined up with the 
Inquisition to help deal with pirates and 
the recently unleashed Kraken menace. 

Rather than sticking with the 
relentlessly stuffy faction, the player 
character teams up again with the ever- 
loveable Patty in order to infiltrate one 
of the many pirate factions clogging up 
Risen 2's recreation of the Caribbean 
during the 17th Century — it's like 
Monkey Island only with indigenous 
Slaves and lots of F-bombs. 

From there we were transported to 
the isle of Tacarigua where we were 
greeted with an environment that was 


Get caught stealing or hit an NPC 
and you'll soon find entire camps 
running after you, Benny Hill-style. 
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significantly smaller than the original's 
lone island of Faranga, but it was still 
tinged with factional tensions and 
needlessly angry wildlife which were 
ready to attack at a moment's notice. 
Most notably though, Risen 2 isn’t 
tinged with the mellow-drama of the 
original. From what we played it's 
actually a thoroughly funny experience 
with memorable characters like a hard 
of hearing gunsmith, flirty prostitutes 
and a trash-talking prisoner, who even 
though his only possession is a pair of 
crusty boxers, still has enough time to 
trade insults with the main character. 
The pirate theme has undoubtedly 
given Piranha Bytes license to create 
amore colourful story-driven 
experience and there are some really 
great quests to be enjoyed as a result. > 
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The campaign begins with the 
Inquisition’s HQ ina state of ruin. 


fie 6 
Ad | ©] There are still plenty of caves and 
Sa] natural resource veins to plunder. 
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Reading books leads to the > Risen 2 continued 


character reading out more lore 

samen yy and potentially new quests. One activity had us negotiating a truce 

RISEIe, FF between the entrenched pirate masses 

and a hoity-toity governor who 

demanded compensation for a bunch 
of recently stolen sugar, where we 
could make a tidy profit sorting out 
reparations and after that we were 
paying off a prostitute to ‘distract’ a 
guard so our wannabe pirates could 
steal another vagabond's bounty. 

The quality of these quests is really 
encouraging, especially as you can often 
solve them in multiple ways, 
be it pressuring NPCs with violence, 
buttering them up or avoiding conflict 
by sneaking around. We spent most of 
our time walking around the island and 
sampling the story, so there wasn't 
much time to sample the improved 
combat, but we did notice more 


options than before with firearms As well as all the questing, exploration and talking, there's also a bunch of first-person 
complimenting the existing melee mini-games in Risen 2. You can compete against other salty dogs in a drinking game, 
weaponry, in addition to dramatic where you need to grab bottles in order to keep getting drunk to win gold, and there’s 
buffers and counter buffers such as a shooting gallery to test your reflexes. 


throwing dust into an enemy's face to 
blind them while you attack. All our time 
was spent with only the most vanilla here, but now they're supported by 
combative options available (slash better production values, a more 
attacks). More abilities were unlockable = enjoyable atmosphere and most 
via trainers scattered around the map, surprisingly of all, a great moment-to- 
but progression was pricey. moment story. We'll find out more 

All of the brilliant yet ultimately when the final review build comes in, 
needless interactions you could but the first impression Risen 2 makes 
execute in the original Risen are still is extremely promising. @ 


TERTIARY ACTIVITIES 


What else you can do in Risen 2 


OTT 


jy 


Sst 


Compete Search for Leam 
treasure 


HOW COMPLETE? FIRST IMPRESSIONS? 


Looks promising but there’s plenty of work to be done 


Risen 2 has multiple islands to explore, 
and each require you to acquire a map 
before you can fast travel around. 
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Publisher: SEGA 
Developer: 

The Creative Assembly 
Heritage: Total War series 
Link: www.totalwar.com/ 

shogun2/fall-of-the-samurai 
ETA: 23rd March 


PREVIEW ((") 


FEEDBACK! 
Click here to 
tellus what 
you think of 
Total War: 
Shogun 2 - Fall 
of the Samurai 


& HANDS- ON 


TOTAL WAR: SHOGUN 2 
FALL OF THE SAMURAI 


Putting the ‘gun’ into Shogun 


tandalone expansions seem to 
S™: gone the way of the dodo 

in these modern times obsessed 
with bite-sized DLC, but Creative 
Assembly are bringing it back with a 
bulky slice of Total War content set 
between 1864-1876. That's 200 years 
after Shogun 2's campaign, with Japan 
on the eve of amomentous change 
via the Boshin War, a power struggle 
tinged with new technology and 
ideological conflict fixated on the 
influence of innovation versus tradition. 


If the melee focus of the previous 
chapter in the Total War series left you 
out in the cold, Fall of the Samurai 
represents the perfect time to get back 
involved as the dozens of new units 
add such ground-shifting technology 
as Gatling guns, riflemen and even 
ship-based artillery which can 
bombard cities and units which stray 
too close to the liquidy blue stuff. This 
is indeed a far cry from the Shogun we 
know, but that really is the beauty of 
Fall of the Samurai. 


As before, you can choose from 
several real factions from the period, 
simultaneously allying yourself with 
either the Emperor who favours the 
influence of Western invaders, or the 
Shogunate who no longer wants 
outsiders meddling in Japanese affairs. 

We rolled out as the Satsuma faction 
and after even a brief glance at the 
campaign map we immediately 
noticed the shift in the time-frame. 
Railroads thread between major 
settlements, shady Veteran agents from 


USA and Britain stalk the landscape, 
and most importantly of all, turn-time 
has changed to facilitate four turns per 
season. By focusing on a shorter 
time-span the family tree no longer has 
as much relevance, and building up 
armies requires much more patience, 
however bad decisions no longer feel 
quite as punishing with more of an 
opportunity to recover. Choosing how 
to expand your settlements and which 
technology to research remains 
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If your riflemen need 
to use their swords 
then you're in trouble. 
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FALL OF THE SAMURAI 


Functionality-wise, the campaign map 
hasn't altered too much, but as a result the 
technological advancements really stand out. 


> Fall of the Samurai cont. that are ranged riflemen units, cannon 


units and all-powerful artillery. This 
all-important and there's an all-new melding of different battlefield 
tech-tree too. technology adds a lot of depth and 
f the campaign map feels less surprise to the traditional rock, paper, 
cut-throat than before, the battle scissors gameplay formula and to decimate their ranks. The combat close to the action immediately 
engine dials up the intensity several reminded us a lot of Napoleon Total engine seems to have gone througha — reminded us of that fantastic final 
notches. There's still the same capacity War, with the need to protect your rifle lot of optimisation as well, as our rig scene in Tom Cruise's flawed yet 
4 for calvary, spearmen and samurai units while at the same time enabling experienced a considerable framerate awesomely epic, The Last Samurai. 
| battles as before, but layered on top of | them to be close to the enemy in order — increase over Shogun 2, even when It sounds like a cliché, but this 
the screen was full of death. standalone certainly gets players closer 
, To top it all off, Creative Assembly to this period than ever before, and the 
/ have also added a really nifty ability to addition of such culturally opposed 
; . directly control artillery, with players technology should lead to some very 
able to zoom down the camera to just —_ intriguing PvP developments. 
above certain units in order to witness Unfortunately review code arrived 
the sight of angry sword-wielding foes just a tad too late to be included in this 
getting closer and closer before you edition of PCGZine, pesky embargoes, 
commence fire at their fleshy cores. but be sure to check in next issue as 
Shogun 2 always did death and we'll have the definitive verdict on this 


destruction really well, but getting this ambitious expansion next month. @ 
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Deep, engrossing and set to be very entertaining 
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“Fora 4X game to place the 
E HANDS-ON human race as the underdog | build interesting ooking ships. 
isn’t new, but in LoP were 


not just the weakest, we're as 
Publisher: Kalypso Media circling the drain => s 


Developer: 


Novacore Studios 
Heritage: N/A 
Link: www.legends 


ofpegasus.com 


ETA: Spring 2012 Looking for humanity's place in a hostile universe 


n the surface, Legends of this sub-genre is unfamiliar with, a are stranded and alone, after they've selection of cruisers and frigates 
PREVIEW «) OO: comfortably suits its story-driven campaign. mysteriously plunged into awormhole. —_ available from the off. 
FEEDBACK! 4X strategy’ label. You've got During our hands-on with a preview They emerge out the other side and The RTS side of things functioned as 
Click here to traditional point-and-shoot space build we had access to a selection of are immediately beset upon by an you'd expect with a fully zoomable 


tellus what combat, three competing races early missions, and we were pleasantly — unknown alien threat, not knowing camera — to the point where your full 
you think of (humans, X‘or and one yet to be surprised to witness the beginnings of — where they are and perhaps more 3D model ships look like tiny icons on 
Legends of revealed) and the ability to design ships — what could potentially be a really good —_ importantly, when they are. For a 4X screen — and a compartmentalised 
Pegasus onacomponent by component basis _ plot with interesting supporting game to place the human race as the damage system per unit, so you can 
- everything you need to eXpand, characters, dialogue and a story underdog isn’t new, but in LoP we're see which systems are knocked out for 
eXplore, eXploit and eXterminate. communicated mostly in-engine. not just the weakest, we're circling any of your forces. It's a very accessible 
However, layered on top of those In the opening mission players are the drain. Thankfully we've got some system, but one which still allows a lot 
reliable gameplay staples is something placed in control of ahuman fleet who —_ good ships on our side though, witha —_ of depth in flanking manoeuvres and 


We can imagine toying around for 
hours in the ship customisation suite. 


Finding a new planet 
to colonise and thrive } 
upon isa top priority. { z : —/ see 
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‘ The campaign map interface allows 
you to switch from planet to planet at 


will in order to manage economies. 


and build new facilities. The interface 
was a bit Babylon 5 rather than Star 
Trek, but all the economy data is easy 
to understand and the toggles 
associated with production, tax and 
security were easy to grasp and alter. 
There's also culture and morality 
gauges, but we weren't entirely sure 


> Legends of Pegasus cont. 


understanding which units are most 
affective against others. 

Where the real high-concept 
strategy comes in though is via the 
campaign map, which is where you can 
teraform planets, mine for resources 


Sure the nebulae backdrops are just 
fancy skyboxes, but boy are they fancy! 
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how they changed proceedings. After 
that we had a fiddle around with the 
ship maker which allows you to drag 
and drop individual components, 
mostly associated with defence and 
attack, but you can also bolt-on extra 
cargo holds and the like. In addition 
to the campaign mode there's also 
standalone skirmish missions for you 
to play around with the game's grand 
fleets and some sort of multiplayer 
functionality, but unfortunately that 
was greyed out in this build 
Interestingly, Neocore Studios 
have also promised to include a 
comprehensive modding tool set with 
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Set to be a predictably solid 4X experience 
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the final release, so that players can 
create their own missions and alter 
unit specifications. 
Aside from the nifty ‘last survivors of 
the human race’ setting, there isn’t too 
much to defy convention here. That 
said, the RTS engine is beautiful when 
set in motion, with nebulae backdrops 
to support the explosive ship-on-ship 
combat, and all the components 
seem to be here for an enjoyable 4X 
experience. For a niche which has its 
fair share of disappointments, — most 
notably Sword of the Stars Il - that has 
to be a good thing. Expect more info 
on Legends of Pegasus soon. @ 
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unrelentingly bleak from the campaign's 
opening minutes to its cataclysmic finale, and 
even though we lost more than a dozen 
major characters along the way, even on our 
Paragon playthrough, it's easily one of the 
best examples of cinematic storytelling our 
medium has ever produced. 

So what exactly does BioWare Edmonton's 
latest get right, when their previous RPGs 
have fallen short? Causality. Part of the > 


‘Empire Strikes Back’ entry of BioWare's 
expertly crafted sci-fi series then we've 
got some news for you, as the prospects of 
survival are about to get a lot worse for 
Commander Shepard and co. The intergalactic 
invasion of the Reapers is in full affect, Earth is, 
for all intents and purposes, lost and an old 
ally re-emerges more despicable than ever. 
To put it plainly, Mass Effect 3 is 


yp 


f you thought Mass Effect 2 was the 
& REVIEW | 


Mass Effect 3. 


Will Shepard's finest hour also be BioWare Som ——-“ 
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System Requirements: 
2.4GHz Intel Core 2 Duo 
(equivalent AMD CPU), 

2Gb RAM, AMD/ATI 

Radeon HD 4850 512Mb 

or greater, NVidia GeForce 

9800 GT 512Mb or greater 
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Planetsofnoteinthe — - 
Mass Effect universe 


> Mass Effect 3 continued 


success of previous games in this series 
has been steering Shepard down a very 
challenging moral road, punctuated 
with choices associated with not only 
the continued health of her/his crew, 
but the nature of galactic politics itself. 
Did you save the Rachni or cast the 
insectoid race into extinction? Did you 
ensure the stability of the genophage or 
safeguard the long-term future of 
Krogan? These binary choices previously 
only had a minor influence on 
proceedings, but in this sequel they 
have massive consequences, diverting 
the campaign down really interesting 
and thought-provoking tangents, and 
unlike before, they aren't just sprinkled 
here and there. 
Instead, most missions will have you 
making life and death decisions, and 
the consequences can at times be 
genuinely disastrous, even leading to 
mass genocide and the demise of 
characters that have been with you 
since the very beginning. That may 
sound punishing, but it’s the sort of 
payoff this series has been building up 
to since 2007, and even when certain 
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“Most missions will have 
you making life and 
death decisions andthe 
consequences can at 
times be disastrous 


decisions inadvertently backfire, you'll The Krogan are stil 


still praise BioWare for sticking with their | themostbadass 
race around! 


convictions. There's even an epitaph 
on the new and improved Normandy 
to catalogue who's dedicated their life 
to the cause. 

Impressively though, you'd think all 
this life and death drama would lead to 
you feeling fatigued and blasé about 
the whole galaxy-ending setting, but 
it really doesn’t. The quality of the 
dialogue, voiceacting, score and 
animations underscore the brilliant plot 
with fantastic execution and as a result 
you're always engaged. Despite the 
apocalyptic setup there's still arnple 
opportunity to catch up with crew 
members and find out what they've 
been up to in the years between 2 and 
3, and there are still plenty of new areas 
to explore — even the Citadel has been 
given a new lick of paint... again - 
and you'll finally get to visit the 
homeworlds of all the notable races > 


Hanging out in The 
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This planet's riddled Shepard's campaign The planet salarians call A utopia without equal in 
with sandstorms and begins on Earth, as the home. Alush, green the known galaxy. Home 
unpredictable seismic hero witnesses the environment which breeds _ to the Asari and fittingly 


activity. Reaper's terrifying arrival. —_ scientific fascination. enticing yet mysterious. 


Normandy, talking with 


crewmates is still a lot more fun than it sounds. 
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RANNOCK 
The quarians used to call 
this planet home before 
they lost it to the Al 
known as Geth. 
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Anderson is 
back and better 
than ever! 


The Reapers have attacked the 
universe in force, but you can still 
visit any system — just make sure 
you don’t attract any attention. 


> Mass Effect 3 continued 


which have thus far been absent. 
Basically, all the payoff and closure 
needed is here, including more 
Anderson and even an appearance from 
Kaylee Sanders, which fans of the 
supporting novels will be especially 
happy about. 
All this talk of plot and we haven't 
even talked about how the gameplay 
has once again been subtly evolved. As 
before there's still the same RPG tropes, 
with players earning experience for 
missions which can then be ploughed 
into investing in new abilities for 
Shepard and supporting crew, but this 
time there's also anew component 
mechanic for weapons which allows 
you to add and swap out certain 
attachments such as silencers, stabilisers 
and blades for more damaging 

melee attacks. The introduction of 

this new mechanic is part of a wider 
improvement of ME3's gunplay, which 


can say at n 
were missin 


“Are you sure | 
didn’t save Ashley 
on Virmire?” 


0 point did we feel like we 
g something by not 


boasts a lot more weapons and just feels associated with shield generators, turrets sampling the co-op mode. 
much quicker than previous games. and the like, but fundamentally combat Most of Mass Effect 3's improvements 


There's still the need to take cover and feels the same. Unfortunately, due to the _ of this franc 


hise’s core elements are 


pepper away at enemies, including nature of the review build we couldn't welcome, but there's one thing we really 
hideously deformed Reaper 'borgsand — sample the game's wave-based missed — mining. Now the first game 
massive mechs, but dispatching the multiplayer component and thus learn involved using the Mako to mine for 

legions of foes which artificially lengthen — how it ties into the campaign, but we resources used to buy tech upgrades, > 


certain missions doesn't feel the chore it 
did in previous games. 

The combat UI has also been 
tweaked to make ordering around your 
squad-mates a smidgen easier, and 
casting out biotic powers to toy with = 
your prey is still is a lot of fun. There are 
also a few new combat mechanics 


There are lots of 
weapons and upgrades 
to discover and buy. 
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Sniper Rifle Extended Barrel | 


ca) Increases damage by 15.00%. ) 


_ § Lengthens barrel, creating 
greater bullet velocity and 
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The Reapers have been busy... 


> Mass Effect 3 continued game makes it even simpler by only Reapers. Now we understand there's a 
having certain planets in any given war on and everything, but mining was 


the second game involved scanning a system eligible for mining, via sonar-like — one of the big incentives for exploring 
planet's service and sending in nodes to scan ability in the galaxy map, with the _ planets, sometimes granting new 

do the dirty work for you and the third risk of being discovered by insta-kill missions along the way, and it 
replacement, dubbed ‘Search and 
Rescue’ feels frustrating and tacked-on. 
In the grand scheme this blemish 
doesn't harm Mass Effect 3 at all, yet we 
still miss mining. Who knows what the 
inevitable onslaught of DLC will add, but 
ack of real mining isn’t any reason to 
pass up on this sequel. 
obody expected BioWare to meet 
the massive expectations associated 
with this concluding chapter in the 
Shepard story-arc, but against all odds 
they have — not only in the major story 
details, but also in the minor touches like 
the return of the space hamster and the 
never tiresome call outs to previous 


wn 


If you're new to this franchise you'll 


still enjoy Mass Effect 3 a lot, simply 


games via emails, dialogue and missions. 


PULSOMETER Signs of life 


Blue Oyster Cult Catching up with Did | make 
were wrong... old friends the right choice? 


Normandy gets Loving the 
improved... again new Purgatory 


“A level of production value 
and polish which rivals the 
work ofthe almighty Valve 


because it's a fantastically well put 
together experience with a level of 
production value and polish which rivals 
the work of the almighty Valve, but if 
you've been with the series since the 
very beginning and have joyfully 
gobbled up all the information in the 
Codex and the supporting fiction you'll 
savour every single second of this 
emotional experience. 

The only real question is where does 
BioWare go with this series from here, as 
they'll have to go some way to improve 
upon on this stellar sequel. @ 


BioWare's finest work to 
date and a thrilling end to 
an outstanding trilogy 


Yo 


@ CONTROL => Close Issue @) Print Page tae! Search Issue 24 Zoom In GY Zoom Out er Toggle Full Screen > Previous Page <~ Next Page <> 


on dete CaNCONGS 


€(KTEED REGISTER AT DRAGONICA.GPOTATO.EU 
SQNS72E DOWNLOAD THE GAME CLIENT 
SQN572ED INSTALL AND PATCH THE GAME TO THE 


LATEST VERSION 
; — ee LOG IN WITH YOUR GPOTATO.EU USERNAME 
HD AND PASSWORD 


t tf FE elie and all a ted Dra Fe ™ logos are signs, “ee us two rs a we e/Barui en activ ot interlocking Buns pee ve logo, 
= CG] © and all a cated Gl Netors en Interactive and desi tae He hae ‘ad ier: of G letworks Europe/ 
Sy WWW.GPOTATO,EU — ‘inh 


‘active Co.. acridine wads aca clits cet EE Ba n Interactive Co. oe be a ave 


® CONTROL => Close Issue @) Print Page ie! Search Issue % Zoom In GY Zoom Out CY Toggle Full Screen» Previous Page <~ Next Page “> 


The world is split into 
zones, and levels — it’s 
just like Super Mario Bros. 


Enterta Barton) 


Saving nymphs grants 
you new abilities. 


POGZine 
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right le | Tees How Origins shifts up the platforming formula 


ao i 
Co-op 


Rayman Origins is a strong enough game to be enjoyable when played on your 
own, but the game fundamentally changes when you have three other friends 
playing with you. There aren't any distinguishable advantages, other than 
having four pairs of hands on screen, collecting items and killing foes, and it’s a 
lot of fun. Still it’s a shame there's no option for online co-op. 
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> Rayman Origins continued InGen aren't known for hiring the 


most ethically minded scientists. 


key aspect is checkpointing. You see, 
every level has several autosave points, 
so when you gauge a jump incorrectly 
or get taken out by imaginative enemies, 
you'll only lose a minute of progress. 
Like platformers of old, you can just 
rush from one side of the level to the 
other, but to unlock more levels and 
goodies you'll need to carry out 
additional goals such as collecting as 
many Lums as possible to fill a meter at 
the end of the level, search out hidden 
areas etc. So replaying old levels is a 
must for unlocking new characters and 
special levels, but doing so never feels Some screenshots are 
like a chore because the atmosphere is better left unexplained... 
so bright and breezy thanks to a great 
soundtrack, and each of the areas also 
feel wonderfully unique. 
Obviously all this polish would be for 
naught if the platforming wasn't up to 
scratch, and thankfully that isn’t the case. 
The animations are smooth, and levels 
are intelligently thought out so you're 
never in any doubt of where to go. 
Jumps never feel too challenging and 
the enemy count is usually manageable 
—at least early on. Keyboard controls are 
functional, but we'd recommend playing 
Origins with a gamepad, just because 
you get a much better sense of inertia. 
To top it all off there's also support for 
offline four-player drop-in/drop-out 
co-op and that irksome DRM we 


i CG z| 
referred to earlier isn’t present at all. ierdicy 
Ubisoft may have burnt some bridges 


recently, but the appearance of Rayman ey) %) 
Origins on our oft-marginalised platform ey) | 
redeems them. The only blight is the 

lack of online co-op but this is still the ey) $ 


best platformer released in years. 


1] 
_ Adelightful and rewarding 
) blast from the past 
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game.com 
RRP: £24.99 
OUT NOW 


New levels, new enemies, same insanely fast gunplay 


ike most retail re-releases of 
Loess digital-only games, Hard 

Reset: Extended Edition’s appeal 
hinges on one all-important question: 
have you bought this game already? If 
you have then you might as well move 
onto the next page as you already know 
just how satisfying this fast-paced 
shooter is to play, and you'll be getting 
the additional two hour's worth of 
added content for free in a future patch. 
If you haven't played Hard Reset yet, 
then boy do we have a treat for you. 
Hard Reset is a cyberpunk throwback 
shooter which emulates the fast-paced, 
all-action, no nonsense formula from 
games such as Quake and Unreal. 


You'll be fighting a lot of 

cyborgs, but thereareenough ks; a* |. 
different designs thatthe action | ‘*. 2.) 
doesn’t feel too repetitive. 


There's no wussy cover mechanics or 
anything to prevent you from running, 
gunning and (crucially) strafing your way 
through the game's myriad of cyborg 
enemies, which vary from charging 
metallic monkeys to tricky flying turrets 
—all of which come at you in droves. 

It reminds us a lot of Serious Sam, but 
without the not-so-subtle attempts at 
satire. Instead players are placed in the 
role of Major Fletcher who needs to 
protect the last human city from an 
onslaught of Al aggressors. All of the 
plot is communicated via Doom 
3-inspired talking heads, but honestly 
it’s just an excuse to make your way 
through a load of varied environments, 


but thankfully the core gameplay is so 
high octane that you won't really care. 

The Extended Edition exists in order 
to address the complaints of the vanilla 
version of Hard Reset, namely adding 
more enemy types and a really cool 
new factory setting, and it makes the 
campaign much stronger as a result. 
There are a few disappointments 
though, like the complete lack of any 
multiplayer functionality, and the RRP 
does feel a tad too high for what you're 
getting. The good news is that all 
purchasers of Hard Reset will get this 
new content eventually and that’s great 
news for what is a thoroughly rewarding 
‘classic’ shooter experience. 


As well as the talking heads in 
the top right, there’s also 
kiosks and notepads scattered 
around to bulk out the story. 


tei. 
Rather than having a load of different 


weapons, you only have a few but they can | * 
morph into a multitude of different forms. 


Aworthy update to an 
accomplished shooter 
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com/games/crusader- 
RRP: £29.99 
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The real game of thrones... 


rand strategy games have never 
G been our thing, as they're often 

inaccessibly obtuse with fiddly 
interfaces and confusing gameplay 
which requires an unreasonable amount 
of historical knowledge that confounds 
even the most learned of gamers. So 
when we sat down to play Crusader 
Kings ll, our expectations weren't exactly 
as insurmountable as Hadrian's Wall, yet 
against all odds we actua 
fun with Paradox's latest i 


historical sim 


ulations. 


ly had a lot of 
nalong line of 


So what exactly has changed? Well, 


ina word, lot 
the aim is stil 


centred aro 


s. Like the previous game, 


und controlling 


one Count/Duke/King/Emperor 
between 1066-1452 and furthering your 


dynasty as lo 


ng as possib 


eas your focus 


switches from heir to heir until your 
lineage inevitably runs its course, only 


When your character dies, 
the game will continue with 
you controlling your heir. 


this time there's a brand-new engine to 
back it up, resulting in a much more 
polished and transparent experience. 
Paradox have finally produced a sleek 
enough interface to make managing 
sues involving drumming up military 
forces and managing relations with lords 
nd religious figures both easy to 
understand and carry out. All the while 
no concessions have been made to 
dilute either the jargon associated with 
the period or the historical authenticity, 
50 it's easy to find yourself suddenly 
sucked into the game as you try and 
avoid mass rebellion and aggressive 
expansion from your neighbours. 
Strangely it wasn't these reliable 
strategy staples which kept us engaged 
during subsequent playthoughs, it was 
more the micromanagement associated 
with keeping our vassals happy and the 
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stories that arose organically in-game. 
Such as accidentally marrying my own 
aunt in order to keep my struggling 
dynasty going, or giving a prominent 
dissenter a landed title just to put a lid 
on his complaints. It isn’t only the nuts 
and bolts of this experience that have 
been improved in this sequel, as the 
new visuals and fantastic soundtrack 
creates an atmosphere which just 
draws you in from the start, producing a 
stimulating yet relaxing experience. 

CKIl scratched an itch we never knew 
we had and stole away dozens of hours, 
thanks to its challenging Al and stories. 
It’s one of those rare games that can 
show even the uninitiated what a 
traditionally complex genre is all about 
and for that Paradox should be 
wholeheartedly congratulated. Be brave 
and give it a try. 


} of starting characters 
] spread throughout Europe. 
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Pissing off the Pope is rarely wise in CKIl, unless you have 
the levies to back up the impending revolt from the masses. 


Grand strategy with oodles — 
of detail and personality 
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(@) Accessible yet insanely deep 


@) Brilliant score and visuals ; 
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Beautiful, pointless nostalgia 


e careful watch you wish for... 
B wise words have echoed 
throughout the lexicon of fables, 

sonnets, TV shows and terrible review 
intros for decade, and thanks to the 
latest Jagged Alliance we can cart out 
the beautifully tragic saying once again. — engine? Well, the answer is that even 

For years gamers from around the though JA2 is over a decade old at this 
world have cried out foranewentryin _ point, there's still aspects of the game 
this long-running turn-based strategy that feel revelatory even today, such 
franchise, and rather than give them as the mind-numbing amount of 
something entirely new, Coreplay has customisation options per soldier, 
arguably given us something better by ranging from clothes to weapons, 
upgrading and updating the beloved permanent death for any squad-mates 
classic, Jagged Alliance 2. which fall under fire, and that great 

The story of liberating the ironically feeling of conquering a particularly 
named third-world nation of Omerta dastardly map without losing a soldier. 
from a female tyrant has remained the At times Back in Action is very 
same, squad customisation and rewarding, but those moments are 
selection has stayed the same, and aside _ lessened by dull Al that can get pulled 
from a few new additions like auto- every which way very easily and flat 


stereotypical characters which don't 
engage you in either the story or the 
action on screen — so | lost ‘Fred 
German’? Oh well, I'll just pull another 
caricature from the merc database. 

Back in Action was always going to 
be a tricky sell. Die-hard fans simply 
want a graphical improvement, whereas 
newbies require easing into what is a 
very technical series. The tutorial does a 
nice job of showcasing what Jagged 
Alliance is about but the ad-hoc nature 
of the campaign and the fiddly 
progression mechanic means most 
gamers will give up after just sampling a 
few missions. That said, there is some 
worth in Back in Action as there's still 
the freedom to tackle missions and 
scenarios any way you wish — we just 
wish there was more gameplay to get 
stuck into. A game for fans only. 


melee and the Plan & Go order system, 
the gameplay feels essentially the same. 
So the question needs to be asked: 
why on earth would you pay full price 
for what is effectively a gaming relic 
re-purposed with a new graphics 


® AIM] 


<= G @ ig) = ea elle 
Geeks - ae 
ol? Er 8 § 


— ot tet 


Py. 
=: 
5 x7. 


There are plenty of 
stereotypical mercs to choose 
from, just don’t expect them 
all to want to work with you. 


Downed mercenaries can be revived, 
but you need to get to them quickly. 


The campaign isn’t linear, so you can tackle 
any mission when you feel you're ready. 


©) JA still has a few cool tricks 
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Sadly, you've reached the end of this issue. What would you like to do now? 
g Exit this issue and go and download another magazine? 


g Exit. @ Read the free MMO Games magazine now! 
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News 4 Gamers is a news website written by platforms including PlayStation 3, Xbox 360, 
gamers for gamers. Each story is submitted — Wii, PC, DS, PSP and more. 
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WELCOME BACK, 
COMMANDER 


Li“ hdd hssddddddddaadadddadaddéééade 
ankind stands on the brink of extinction, and the 


only person who can save us is already dead. As the | 
Reapers, an unstoppable, hyper-advanced machine- 
like alien race, continue to purge the galaxy of all ' 
sentient life, they finally commence their assault on Earth. | { 

On their descent, goliath laser-equipped assault craft leave j 
blistering orange trails as they burn through the atmosphere, as ( 
smaller unidentified flying aircraft engage us in aerial combat just 
metres above. The Collectors pour out of transport ships and reign 
terror on the ground, executing everybody they cross as they fight 
amongst the rubble of BioWare's futuristic vision of Earth. 
Humanity’s last hope lies with Shepard, the dishonoured and 
once-deceased Commander of the Normandy, resurrected, rebuilt 
and re-equipped to put an end to the Reapers’ deadly pilgrimage. 
But they've finally arrived, and so the destruction of the Alpha 
Relay only delaying the inevitable, the mass loss of Batarian life 
seemingly in vain. 

This is humanity (and Shepard's) last stand. How far will you go 
to save your species? 


Enjoy the issue. Enjoy the game. a *F) 


CONTENTS 


ASpace Odyssey @ hyperelive ® 
The Reapers touch BioWare discusses 


down on Earth Shepard's epic finale 
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nce again, the galaxy families, civilisations and colonies 
CO: at the mercy of its from across the universe. 
greatest menace. After In the latest chapter of 
50,000 years of dormancy, the BioWare's award-winning 
return of the Reapers has sparked intergalactic RPG series, only 
an intergalactic war forcing one thing is certain: Earth will 
species to fight in futility for their fall if left at the hands of the 
survival. The death count stands Reapers. Mankind’s last 
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> Playtest continued 


Mass Effect 3 is framed around a glimpse into how differently 
an entire galaxy at war,an account ~— proceedings can pan out... 
of the last desperate acts of the As with Mass Effect 2, Mass 
universe's multiple difference Effect 3 lets you integrate your old 
/ species and races rallying together — save directly into the game, with 
te) to fight an unstoppable threat. older decisions making even an 
) % How the saga ends and what even greater impact in Shepard's 
happens along the way is up to third adventure than ever before. 
you — how far will you go to save The branching narrative is 
j your planet? But we're getting exampled just minutes into the 
’ yA ahead of ourselves. We've sampled = campaign when players are 
the first 90 minutes of BioWare's greeted by either Ashley or >) 
epic final chapter and been given Kaiden — their appearance 
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> Playtest continued 


dictated by a decision you made 
way back in the original Mass 
Effect. And that’s just one example. 
Throughout the rest of the game 
your decisions will help shape your 
craft and crew and ultimately 
alter the fate of the galaxy itself, 
BioWare explains: “[A 
satisfying conclusion] was one 
of the most important things 
we looked at when making 
Mass Effect 3. We want the 
outcomes to be satisfying to 
the player, and that doesn’t 
necessarily mean they're 
all going to be happy or 
positive’ Will Shepard 
die? Well, it wouldn't 
be for the first time... 
The previous 
game's ‘Shichinin no 
Samurai -inspired 
approach had players 
bounding across The 
Milky Way searching 
for new recruits, 
some more morally 
dubious than others, 
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"WILL SHEPARD DIE? 
IT WOULDN'T BE FOR 
THE FIRST TIME..." 
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to fight a misunderstood menace. 
All, of course, were expendable, 
and keeping all your favourite 
characters alive hinged on playing 
intelligently and skilfully, gaining 
their loyalty for Shepard's assault 
on the Omega Relay. For the third, 
you'll be earning the trust of entire 
species, something which ought 
to make those cutthroat decisions 
even more heartfelt. 


Extra terrestrial 

Placed under house arrest 
following his (or her) role in the 
destruction of the Bahak system, 
Mass Effect 3 opens with Shepard 
awaiting trial on Earth. With the 
imminent threat of a Reaper 
invasion, the Alliance is forced to 
let humanity's greatest hero walk 
free, albeit into the custody of 
David Anderson. Earth's angular 
skyline is quickly set upon by 
hundred-feet tall Reapers, 

whose laser weaponry 

and flying cyborg 

machinery make them >) 
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> Playtest continued 


look as formidable as they 
are unstoppable. 
As twisted as it may sound, 
seeing these skyscraper-sized 


stalkers laying waste to a futuristic 
Earth is a spectacular sight, 
but it’s in the finer gameplay 

4 details where Mass Effect 3 most 

bh. impresses. No longer an RPG with 

| third-person shooter mechanics, additional layer of depth 

ME3 is a story-driven shooter with by adding branching 
weapons and a combat system specialisation at every step, 
that boast more tactile feedback rather than just at the end of a 
and fluidity than ever before. particular skill path. 

Forget Mass Effect 2's clunky But thankfully, BioWare 
combat. Here, Shepard's revived hasn't thrown out the baby 
body bits have been greased with the bath water, as dishing 
up to make him incredibly out orders to squad-mates, 
responsive, and able to switch switching weapons and using 
between adjacent cover points tech and biotic powers is just 
and move around corners in a as intuitive as ever, care of the 

“ method usually reserved for more series’ ubiquitous radial menu. 
ei = traditional third-person shooters. Escaping Earth, 
= aes An expanded tech-tree also Shepard and >) 
provides an his crew retreat 
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> Playtest continued 


to Mars to help secure some 
ancient Promethean technology 


that could hold the 
key to end the conflict. 
Shepard, of course, 
isn't the only party 
looking to get one step 
ahead of the Reapers. 
Something Illusive this 
way comes... 

As a concluding 
chapter, Mass Effect 
3 appears to be 
everything fans have 
been waiting for and 
more. The story seems 
up there with some 
of BioWare's best, 
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"DARK, BRAVE 
AND ABSOLUTELY 
UNMISSABLE" 


the gameplay has seen some 
tremendous improvements all- 
round and the all-new wave- 
based survival multiplayer 
component takes the series into 
exciting uncharted territory. 

But even with all of that 
taken into consideration, it’s the 
finale that we're most excited 
for. Promising the most heart- 
pumping final chapter since 
Star Wars, we can't wait to not 
only discover, but dictate what 
happens to the galaxy. Shepard's 
final chapter is dark, it’s brave and 
it’s absolutely unmissable. 

Mass Effect 3 looks set to be one 
of the generation's most fondly 
remembered character-driven 
adventures, and a benchmark 
for the future of science fiction 
videogames. Save the world or 
destroy it; be the hero or become 
the galaxy’s greatest menace. Mass 
Effect 3 lands on Earth on 9th March, 
so then the decision’s yours. @ 
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ow do you end a trilogy satisfying and they have to understand a 
like Mass Effect, and that the choices that they've been 
how important is it to making in this game and in previous What 


: - Ml give Shepard asatisfying = have an impact, and that they're an do you 
Z _~ ending? Will there still be any architect in what happens. think Mass 
P niggling questions afterwards? Effect asa 
mn It was one of the most important Should players hang on to their series has 
things we looked at when making Mass _— Mass Effect 3 saves afterwards brought to the 
Effect 3. We want the outcomes to be just in case? industry? 
, |} satisfying to the player, and that doesn’t — [Laughs] It wouldn't be a bad idea! think that it’s a reflection of 
| necessarily mean they're all going tobe Obviously | can’t say anything, but it the power of choice and what a 


happy or positive, but they have to be wouldn't be a bad idea... story-based, emotional-driven game 

_ can mean. By letting the player 
identify with the character that they're 
playing — so by letting Shepard be 
their Shepard — that really ties people 
towards the story. We hear feedback all 
the time in terms of how emotionally 
engaged people were in the story. ’ 
But it isn't just about writing a (>) 
good story — it’s because you're a 


"WE WANT THE OUTCO 
TO BE SATISFYING, Noe 
THAT DOESN'T MEAN 
THEY'RE ALL GOING TO 
BE POSITIVE" 
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> Interview continued 


part of how that story turns out. Personally, — 


that's one of the things that the trilogy, and 
especially 3, brings to the industry. 


There was a quote from Naughty Dog 
recently stating that they were 
‘disheartened’ whenever other games 
are praised by reviewers for having 
‘amazing’ stories. What would 
BioWare say in response to that? 

You can't really respond to that. | play 
Naughty Dog games and | love them, but | 
wouldn't say one puts more work than the 
other. We present the best game that we 
can at BioWare and we're extremely proud 
of Mass Effect 3. 


From what we've seen of Mass Effect 3 
so far, there seems to be a much 
bigger emphasis on third-person 
shooting, as opposed to the narrative- 
led RPG elements that the first game 
was known for. What was the focus 
for Mass Effect 3? 

There were a lot of focuses that we 

wanted to achieve when we first started 
the game. We wanted to bring back the 
level of customisation and RPG elements 


_ that’players had seen in Mass Effect 1, and 


they fit well withi neplay space. Of 


~ course, we wanted torpolish and tweak the 


shooter mechanics and core gameplay to 
be as fluid as possible. It’s important; you 


“spend a lot of time in combat so we want 


to make sure it feels right. But probably the 
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biggest thing for Mass Effect 3 is the 
Story in which it occurs. We've been 
talking about the Reapers for games 
now, and finally they’re here and we 
want to make sure that every decision 
you make is reflective and impactful 
and that the game goes out in a bang. 
Tying off those threads and bringing it 
to a satisfying conclusion was really 
important to us. 


There have been concerns that 
Mass Effect 3 appears largely 
similar in premise to ME2, in that 
you recruit species and a crew to 
help lead an assault/defend against 
the enemy... 


the scale is completely different. ME2 — 
was about collecting squad members 


Be ictey different setting > itera ly 


are now face-to-face with a war story 
that they have to overcome. 


ME3 opens with planets players are 
more likely to identify with - Earth 


and Mars - rather than the fictional 
planets the series is perhaps better 
known for. Was that a reaction to 
fan feedback? 

We definitely do appreciate being able 
to identify with-Earth, Mars and the solar 


What would the Normandy 


oa 
a 


be without Joker? 


I'd disagree with that. The scope and = <4 


the entire galaxy is at war. All these races 
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ect series for quite some 

1 so we're glad that this is the 
pectacle we could have shown. 

1 the rest of the game though, all of 

he alien planets are there and there's a 
= ery ¢ diverse set of locations that you 
. pete get to see. 


j Does it follow a similar structure 
to Mass Effect 2, where you’re able 
to navigate to new locations from 
the Normandy? 

Eventually you do get to go to the 
~ Normandy and have some of that 

‘ galactic exploration. 


Has planet mining been dropped? 
was a way for us to 
jrage players to get out to those 
-known planets and explore, much 
. £ “~~ 
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like the Mako was in ME1. In ME3 that 
hasn't changed; we still want players to 
go and explore, we want to give them 
that sense of being in a huge galaxy. So 
we've architected ways for the player to 
get out to those planets. | can't talk 
about the specifics as to how we do 
that, but you'll usually be pleasantly 
surprised when you get out to a planet 
that may be off the beaten track. 


Is the Mako coming back? 
| can't say how that gets executed. 


We noticed during our playthrough 
that Mass Effect 3 has an ‘Alliance 
Network’. Presumably that 
functions similarly to Mass Effect 2's 
Cerberus Network, but is there 
anything else that players should 
know about it? 


an additional piece that works witht 
single-player as well, so you'll find that it 
all ties back together. 


What kind of DLC are you planning? 
To create engaging story-based DLC just 
like ME2 and just do it well. 


/ 
BioWare has come under fire from 
some fans in recent years. Some 
players weren't happy with Dragon y 
Age ll and others were disappointed 
with how some customers were being 
treated in Star Wars: The Old Republic. 
What would you say in response? 
| think regardless of the game you put out, 
you're always going to have aspects that 
fans aren't happy with. | can’t speak for TOR 
or DA, as those guys are committed to their 
craft. But | can speak on behalf of Mass 
Effect. We pour our hearts and souls into 
this game and we have been for the entire 
development cycle. We try to make the 
best game that we can even at the 
expensive of our personal lives, just in the 
hope that fans love what we have to put 
out, and we're confident for Mass Effect 3 
that we have. | wouldn't say that this is a 
reflection of BioWare going downhill. | 
think we have a very strong studio with 
an amazing staff. 


: s~| Shields might protect against bullets, but your 
. squad's Talents can make light work of shielded foes. 


"THE GAME GOES 
OUT ON A BANG!" 
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